SANCTUARY 


GAMING CENT 


FIRESTORM ARMADA GT 2016 
Tournament Pack 


5th & 6 March 2016 


“Praetor-Alpha Markus carefully monitored the 6x4 battle 

screen laid down in front of him, the blueish hue bathing 

his face. He had the full might of 4 Dindrenzi Divisions at 
his command. Retribution for Dramos was here...” 


Date and Location: 

5 and 6t March 2016 at Sanctuary Gaming Centre 
St. Michaels & All Angels Church, 

St. Michaels Street, 

Sutton-in-Ashfield, 


Nottinghamshire 
NG17 4GP 


out! 


Junction 28 


TICKETS 


One ticket is require per person to play the tournament. Book early to 
guarantee your space. There are 16 places so far with more if needed. 
Tickets are 


Payment can be made via phone or PayPal. Please make sure to reference 
PayPal with your name and fleet. Payments can be made to 


sanctuarygamingcentre@outlook.com 
PRIZES 


There will be prizes from Sanctuary and Spartan Games as follows 
Trophies for the Top 3 Players 

Spartan Special Prize for Most Sporting Admiral 

Wooden Spoon Award - A SPOON, £5 Voucher and a KitKat! 

ITEMS YOU SHOULD PROVIDE 


In addition to your fleet and two copies of your fleet list you should bring 
e Dice, tape measure, all relevant tokens (damage, hull points etc), 
turning templates, battle log counter, pencil and pad. 
e Atray is highly recommended for moving fleets between tables. 
e Firestorm Rulebook and Fleet Guide (PDF is accepted too) 


BUILDING YOUR FLEET 


You will require ONE 800pt Patrol Fleet. The fleet is built using the fleet 
construction rules found in the Firestorm Armada rulebook. Provide TWO 
army lists on the day. 


Battle Stations are prohibited from this tournament. 


GAME TIMES & ITINERY 


The tournament will take place over two days and 5 games and will 
STRICTLY adhere to the following schedule: 


SATURDAY 
e 09:00-09:30 Event Registration 
e 09:30-12:00 Game 1 
e 12:00-12:30 Dinner 
© 12:45-15:15 Game 2 
e 15:30-18:00 Game 3 
e 18:00 + CURRY! 
SUNDAY 
e 10:00 Day 2 Arrival 
¢ 10:30-13:00 Game 4 
e 13:00-14:00 Dinner 
© 14:15-16:45 Game 5 
e 17:00-18:00 Prize presentation 
SCENARIOS 


There will be 5 scenarios in this order: 


Game 1 - Escalating Engagement Modified 


Reserves arrive from the start of Turn 2 on a 3+ 
Reserves arrive from the start of Turn 3 AUTOMATICALLY 
Rest of rules as standard from rule book. 

Deployment zones as standard from rule book. 


Game 2 - Scour Supplies 


5 Objectives each worth 2 Battle Log Points on Discovery 

Objectives markers will be given out before the game 

Objective markers will be deployed as: 1 in the Centre of the table, 
then in alternating fashion after an opposed roll off. You MUST deploy 
ONE objective in your half of the table no closer than 8” of any board 
edge. Then ONE objective in your opponents half no closer than 8” of 
any board edge. 

Objectives must not be within 12” of one another 

Objectives may be discovered when a model from a squadron 
ACTIVATES within 4” of the marker on a 5+. Once discovered, remove 
the objective. 

Deployment zones as standard from rule book. 


Game 3 - Hold the Waypoint Modified 


Holding your own waypoint gains you +1 BL per turn 

Holding your opponents waypoint gains you +3 per turn 

The game does NOT end if you control both 

Standard rules of capturing apply - Model must be within 6” and no 
enemy model within 12” 

Deployment zones as standard from the rule book 


Game 4 - Meeting Engagement Modified 


Capturing the Enemy Admirals vessel gains you +2 BL 

Fold Space Escape captured enemy admiral vessel gains you +2 BL 
instead of the usual +1 BL 

+3 BL if your Admiral is on the board during the end phase of the last 
turn and doesn't FSE themselves. 

Deployment Zones as standard from the rule book 


Game 5 - Domination 


1 Objective placed in the centre of the table and no terrain within 6” 
If you control a squadron at ABOVE half strength (I.E 2 Cruisers out of 
3 Cruisers) within 6” of the objective with no enemy models within 6” 
of the objective you earn +2 BL. 

If you control a squadron BELOW half strength (I.E 1 Cruiser out of 3 
Cruisers) within 6” of the objective with no enemy models within 6” 
of the objective you earn +1BL 

Deployment Zones as Escalating Engagement 

Unstable Energy Field: You cannot shunt (including Shunt Matrix) 
within 12” of the objective. 
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